











Safety Information 
About Photosensitive 


A very sm^iii percentsge or people may experience .1 Sitzure when exposed Id 
certain visual images, including Hashing lights nr patterns mat m,iy apponr in 
video games. Even people whn Iwue nn hisiory d 1 secures or epilepsy may have 
an undiagnosed condition ihat can cause these "pliolORsnslhvn epileptic 
seize res" while walcliing video games. 

These seizures may have a variety ul symptoms, including NghtheattedneM, 
altered vision, eye or lace twitching, jerking nf shaking ol arms or legs, disorien¬ 
tation, confusion, or momentary loss of awareness. Seizures may ateo cause 
loss of consciousness or convulsions Ihat can lead 10 injury tram toiling down 
or striking nearby objects. 

Immediately slop playing and consul! a doctor il you experience any Of these 
symptoms. Parents should watch lor or ask Ihelc children about the above 
symplom&-~children and teenagers are- more likely than adults to experience 
these seizuies. 

The risk 0! photosensitive epileptic seizures may be reduced by sitting farther 
Imm the television screen, using a smaller television semen, playing in a welMrt 
room, and not playing when you are drowsy or fatigued 
II you or any ol your relatives have a Instrny ol seizures or epilepsy, consult a 
doctor belorc playmg. 

Other Importanl Health and Safety Information The 'Mm Instruction 
Manual coiiin: 11s important health and safely information dial yon should read 
and understand before using this sollware. 

Avoid Damage to 
Your Television 

Do not use with certain televisions. Some televisions, especially hoot- or rear- 
projection types, can he damaged 11 any video games. Including Xbox games, 
are played on them Sialic images presented during ine normal course nl game 
gray may "burn in" 1 q die screen, causing a permanent shadow oh he sialic 
image to appear at alt times, even when victoo games m not being played 
Simitar damage may occur from slalrc images created when placing a video 
game on herd or pause. Consul! your television owner's manual 10 determine il 
video games cart he safety played safely on ygur sot. II you am uiubfe in hud 
this mlgrmntlon in the owner’s manual, contact your television denier or the 
manufacture; lo determine il video games can be played safely on your sal 
Unauthorized copying, fu verse engineering, iransni^smn, public parlormancsr, 
rental., pay for play, nr cincumvenhQn ol copy protected is strictly prohibited. 
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using the Xbox video system 

1. Set up your Xbox video game system by following the 
instructions in the Xbox instruction Manual. 

2. Press the Power button and the status indicator light will 
light up. 

3. Press the Eject button and the disc tray will open, 

4 . Piece th e James Came ran's Dark Angel di sc on the disc tray 
with Ihe label facing up end close the disc tray. 

5. Follow the on-screen instructions and refer to this manual 


for more information about playing James Cameron's Dark 



avoiding damage to discs or the disc drive 


To avoid damage to discs or the disc drive: 

■ Insert only Xbox-compatible discs into the disc drive. 

■ Never use oddly shaped discs, such as star-shaped or heart- 
shaped discs. 

■ Do no I leave a disc in the Xbox console for extended periods 
when not in use. 

Do not move the Xbox console while the power is on and a 
disc is inserted. 
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Do not apply labels, stickers, or other foreign objects to discs, 
using the Xbox controller 

1. Connect the Xbox Controller to any con boiler port on ihe 
front of the Xbox console. 

2 . Insert any expansion devices {for example, the Xbox Memory 
units) into controller expansion slots as appropriate. 

3. Follow on-screen instructions end refer to this manual for 
more information about using the Xbox Controller to play 
James Cameron’s Dark Angel, 




LflU irlggoi 


pad 


i/t 

twttcjn 


START 

tlUtlull 




Riqhi ljigg&r 


WTilte button 


3 





James Cameron’s 

Dark Angel'controls 
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Camera fatale 
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Super v«K>ri mode) 
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Piiui-cs ihci tiHfHf|Ksptep 
Mlsskin OtysctatiS / Oplions Menu 


II the user wishes to use an alternate controller configuration, 
they can access the Options menu in the Main menu, Scroll down 
and select Controller. The user will have access to three different 
controller configurations. 
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avenge her past ■ , ► 
discover her future 

In the year 2009, Vie United States was hit by the Pulse - an 
electromagnetic shockwave unleashed by terrorists. Ten years later 
and still suffering from the aftermath of the Pulse, me US has become 
a Biird world nation. Welcome to Seattle, this is Maw's world, a oily 
that epitomizes witat it would be like to live in the wild West. 

M a if is a genetically enhanced human prototype created to be 
the perfect soldier, As a child, after witnessing one of her siblings 
being shot, Max and 11 others escaped from Manticore - an organi¬ 
zation devoted to the development of the perfect soldier at any cost. 
After escaping, they separated in order to avoid capture, Since then. 
Max has made a life for herself on the cutthroat streets of 21st-cen¬ 
tury Seattle: her obsession with locating her siblings has been her 
main driving force, 

Max has spent the majority of her free life in search of her 
humanity ■ a way in which she can identify herself as something 
other than a lethal fighting machine. Her genetically altered physiology 
has always provided her with a combat advantage, but it continues to 
alienate her from the people around her. Never allowing herseir to be 
vulnerable. Max believes that by finding her famiEy she can overcome 
the battle that rages inside her, The soldier she was trained to be has 
always confronted the woman she wishes to become. 

Max teamed up with Logan Cale, an idealistic underground 
cyber-journalist, to expose the corruption that is rampant in Seattle. 
In exchange Logan has assisted Max In locating her siblings and 
played a key role in helping Max destroy Manticore. 

in the days following the destruction of Manticore, a new and 
more aggressive threat has arisen. It seems that Manticore was not 
the only organization aggressively researching and developing 
genetically engineered soldiers. The -1 - Corporation has emerged 
as an equally ruthless threat to humanity, They have identified Max 
as an excellent genetic sample and have made Max's capture their 
utmost priority, The -1 - Corporation also holds vital information that 
would further uncover secrets from Max's past. 







New Game; Star! a new game from the beginning 
Load Game; Continue a previously saved game 
r : : Adjust various game options 

•; Various bonus content that can be viewed 


environments 

Logan has located several locations that have an unusually 
high amount of sector police and military presence. There were 
scattered reports of strange things happening in those sectors 
before they were locked down, The only relevant information 
leads to downtown Seattle and a facility known as Tri-Tech. 

Post-Pulse Seattle is a dilapidated city, controlled by the 
heavy hand of the sector police. Martial law type restrictions have 
been imposed to keep the streets "sate", TTie streets are crawling 
with sector 


police an the lookout for Max, but she must safely 


navigate her way through 

the streets and alleyways of Seattle, 
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Tri-Tech is a genetics research lab located in the Olympic 
National Park. Its location deep in the forest makes it an ideal 
setting to deter would be visitors from snooping around. 

Max will need Id use the information found in these areas to 
uncover the truth about her family, 



7 









game screens 

* 1 . third person 
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e. options menu 

me Options menu can be accessed through ti 
as well as by pressing the START button during ga 
Pressing the START button during game play will ti 
Pause menu where the choices are slightly differei 


to the 


Qjjfrcixr-i 


Sound - Select ‘Sound' 1 to allow you to change the volume of the 
music, voices, sound effects or the movie by pressing the direc¬ 
tional button left or right. 

Controller - Select "Controller" to cycle through different con- 
LroUer configurations by pressing the Directional pad left or right, 
Vibration - Highlight "Vibration’’ to turn controller vibration on or 
off by pressing the Directional pad left or right. 

Y-Axis - Highlight "Y-Axis" to change the vertical view controls 
by pressing the Directional pad left or right. 

Nose: This only applies to the Super Vision Mode. 

Language - Highlight "Language" to change the language by 
pressing the Directional pad left or right and pressing the A button, 
Default Set lings - Restores default settings. 

Apply Settings - Select "Apply Settings” to accept all changes. 
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Once all of your selections are made, select "Apply Settings” and 
then ttie BACK button button to return to the Main menu. 


pause menu 



Continue Dame - Resumes game play. 

Quit Came * Ends current game and returns the user to the Main 
menu. 

Replay Stage - Allows you to reset the game to the beginning of 
the current stage 

Option? ■ Lets you adjust in game options, 

At is slon Logs - Lets you review all your mission objectives and 
Logan's transmissions. 

3, extras menu 

Trailers 

Bonus materials 
Credits 


to 




starting a game 

To start a new game, choose “New Game from the Main 
menu. A new screen wilt appear which will provide an option to 
choose one Of three levels of difficulty. 

■ Dominate ■ The forces of Tri-Tech are weak and fearful, Your 
strength is immense, your luck legendary and your aggression 
intimidating. This is not a challenge worthy of an X-5 warrior. 

■ Contend - The enemy is tough, intelligent end well trained. You 
are strong, fearless and strategic. Your victory will be well 
earned and satisfying. 

a Survive - The enemy could best a force ten times Its size. You 
are but a lone soldier, with limited supplies. Only the chosen 
one can overcome Ihese odds. 

Once the level of difficulty is chosen, the game will begin, 
game over 


Gdryiff Ovfr 



If Max fails a mission during a game the "Game Over’ 1 
screen will appear. Choose "Refry” to restart and "Quit Game” to 
leave the current game and go back to the Main menu, if the 
player chooses to continue, the game will resume at the begin¬ 
ning of the last checkpoint. 







saving and loading 

To Save a game alter the user has completed a stage, a 
message wilt appear asking you to confirm that you wish to save 
your progress or continue without saving, if you choose to contin¬ 
ue playing without saving, you will lose your progress once the 
Power button is turned off. If you choose to save, you will be 
taken to the "Memory Units' 1 screen. Here you will have the 
option to choose to either save to the Xbox’s hard disk or the 
Xbox memory unit. After you have selected your choice, a "Save 
Game" screen will appear. You must then select the Expansion 
slot you wish to save to. Once you confirm your choice you will 
be told if your save was successful or not. When you have suc¬ 
cessfully saved your game you can return to playing James 
Cameron's Dark Angel by exiting the screen and resuming ptay. 
Note: For more information about saving games to the Xbox Memory 
units, see the Xbox Instruction Manual that comes with your Xbox 
video game system. 

To Load a saved game, you must have a James Cameron's 
Dark Angel saved game on the Xbox hard disk or the Xbox 
Memory unit, Choose "Load Game" from the Main menu. You will 
be taken to the "Memory Unit" Screen, which will ask you to 
select either the Xbox hard disk or the Xbox memory unit you 
want to load from. Once the Xbox hard disk or the Xbox memory 
unit is selected the screen will display all James Cameron's Dark 
Angel games that are found. Cheese the game you went to load 
and follow the on-screen prompts, 

To Delete a saved game, you can do this in either the Save 
Game or Load Game screen. From the Main menu, choose the 
"Load Game" option and you will be taken to the Load Game 
menu, You must select the Xbox hard disk or the Xbox Memory 
unit with a James Camemn s Dark Angel saved game. Once 
selected, the screen will display all James Camerons Dark Angel 
games that are found. Choose the game you want to delete, then 
press the "Delete" button and follow the on-screen prompts. 





Moving Max: Press the Left thumbs lick in the desired direction 
that you want Max 1o move. You can walk by dressing lightly 
and run by pressing hard. Press lire Left thumbstick down to 
execute a speed burst. 

Toggling On/Of# Switches: Throughout the mission, Max will 
encounter various electronic devices that Max will need to 
interact with. Press the Action button (Black button) when Max 
Is directly facing the front of the object. 

Jumping: Pressing the Jump ‘j button wilf allow Max to get air* 
borne. Max can jump while standing, walking and running. Max 
can afso combine the jump with punches or kicks to perform 
Hying attacks. 

attacking: the enemy 

Punch Attacks are executed by using the Punch * button. Use 
different timings 1o unlock different punching combinations 
and learn new moves. 

Kick Attacks are executed by using Ihe Kick ^ button, Max is 
able to attack with fearsome forte, which always takes enemies 
by surprise, These kicks can send guards flying 

Grapples: There are several different grapples that Max can per¬ 
form, Use the Grapple 1 * button combined with the Left thumb- 
stick to uncover Max's throws. 

Hint: Try combining attack moves listed above to unlock new multi-hit 
combinations. 

: tit Target Lock: By pressing and holding the Fight Target button 
(Right trigger) Max will lock onto the enemy she's facing. As long 
as the button is held, Max will continue targeting that enemy. To 
lock on to a new target, release the button, turn towards another 
enemy and press and hold Ihe Fight Target button. 

MM; This strategy can moke tigMing tough opponents easier m Wax 
will stay focused one enemy el e time. 








VJnll Atlcicks: Wall attacks are special moves that are activated 
when Max is facing a wall or tall 
object. These moves come in handy 
when Max is outnumbered, 

Press the Jump ^ button while 
running towards or facing an object 
or a wall. Once Max is airborne, 
press Hie Jump button again to per- 
lorm a Wall Back Flip attack. 

To perform a Waif Kick Attack 
press the Jump button Followed by 

the Kick •I button while running 
towards an object or a wall. 

Flips; To perform a back flip press the 
Left ihumbstick away from the direc¬ 
tion Max is facing and the Jump h 
button at Hie same time. The Left 
thumbs lick inputs change depending 
on the way Max is facing For exam¬ 
ple, the back flip would he (Left 

thumbslick down + if Max is fac¬ 
ing forward and (Lett thumbstick up 
+ if ) if Max is facing you. 

To perform Aerial Sidn Rolls press 
either left or right on the Left thumb- 
stick with respect to Max’s position 
and the Jump *1 button at the same 
time. 

Hint: It's easier So Hip when the Fight 
Targeting lock is on 


Attack 


Aortal Side Roll 






Rnge Mode; When Max is in Rage Mode, her attacks will cause 
more damage and new attack combinations wifi be unlocked. 

Max can enter into Rage Made only if the Rage Mater is full. To 
activate it, hold the punch or kick button down. Once activated 
the Rage Meter will continue to deplete as long as Max is 
engaged in a fight or until the meter runs out, The speed at which 
Max is able to accrue rage points will be dependent on the num¬ 
ber ot fights she wins as wet! as by the number of complex com¬ 
bos performed. 

Summary: Here is a summary of some of the moves that Max 
is able to execute. You will find that you are able lo unleash 
many more moves under specific conditions (e.g,. when Max is 
in Rage Mode). 

Hint: Try different button combinations to uncover additional moves. 
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Stealth moves 

Max cannot always rely on her super human fighting abilities. 
There will be times where she must pass up on a fight an<1 
instead rely on her stealth and cunning to avoid detection Irom 
the enemy, 

Stealth Waite - Hold Lhe Crouch button (Left trigger) and then use 
the Left thumbstick to maneuver. When you stealth walk ene¬ 
mies cannot hear your footsteps. 

Note: Max mu step rotl while the Crouch button ( Left trigger) is held 
down, press the Jump button and move the Left thumbstick in the 

direction yoti want Max to roll. 

Wall Stealth - Allows Max to sneak down walls and peer around 
comers undetected. To get into position, face Max towards a 

wall and press the Grapple ft button to put Max's back against 
fire wall. Max will now be able to strafe side 1o side and once 
she approaches the end of the wall, she will execute a peek 
around the corner To get out of Wall Stealth simply move for¬ 
ward or away from the wall. Additionally this move can be 
combined with the crouch so that Max can take cover behind 
smaller objects. 

Super Vision - By pressing the Supervision button (White button) 
you can view lhe world through a first-person perspective. Once 
Supervision is active, use the Left thumbstick to look around 
and the Righl thumbstick to zoom in and out. Press the Super 
Vision button a second time to go back to the default camera. 

Ceiling Hong - Max is able to hide from enemies by jumping up 
and hanging from the ceiling, This 
move can only be performed in spe¬ 
cially designated indoor areas. 

Hint Be on the took out (or yellow 
chevrons indoors. 

When Max is in one of these 
areas, press the Jump ') button fol¬ 
lowed by the Grapple $ button to get 
16 into position. Press the Grapple button again 1o get down. 









stealth attacks 

Wall Stealth Knockout Attack ■ A knockout attack can he exe¬ 
cuted from the Wall Stealth. Han enemy rounds a cornel where 
Max is standing, use the Grapple 'A button to take out an enemy 
without alerting others. 

Ceiling Hang Knockout Attack - A knockout attack can be exe¬ 
cuted from the Ceiling Hang, If an enemy approaches Max under¬ 
neath her press the Grapple $ button to execute a leg scissor lock. 
Distractions - Max can hide behind objects and create a noise 
intended to separate a guard from his patrot. Walk Max up to a 

wall, press the Grapple 1 ^ button to engage Wall Stealth and 
press the Action button (Black button) to creale a noise distrac¬ 
tion. If alt goes well, Max will have enough time to make a quiet 
take down and continue unnoticed. 

danger meter 

The Danger Meter is a critical tool that will assist Max in com¬ 
pleting her missions, ft will change with respect to the distance 
of enemies as well as the enemies' state ol alertness to Max's 
presence. The locator point at the bottom of the meter represents 
Max’s location. Hie more full the meter, the closer the danger. 

The color of the meter will indicate the following; 

a Bin;; - All is clear, No immedi¬ 
ate danger. 

b Green - Enemies ere 
palrolling nearby, stay alert, 
a Yellow - Enemies have heard 
something and are investi¬ 
gating. You better lay low. 
q Ownge - You've been seen. You have a split second to 
decide whether to fight or flee, 
a Red - You’ve been spotted! Get ready Id fight! 
n Flashing Alert - You've been targeted! Evasive maneuvers 
are required, immediately! 
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collectible items 

Throughout the game, Max will have the opportunity to collect an 
array of equipment, which she can use to accomplish her mis* 
sion. To collect an item, simply walk over the object and it will he 
automatically placed in Max's Inventory. 

inventory 

This is where all the pick up items are stored. As you pick up an 
item it will flash in the upper left corner of the screen to indicate 
it's been placed in your inventory. To view the 
inventory, press down on the Directional pad 
and scroll through the inventory by pressing left 
or right on the Directional pad. Once the item is 

highlighted, press the A button # to select the item. Each item In 
the inventory has a number, which indicates how many of that 
particular item you have, as you use them the number will 
decrease until they are depleted. 


£) evtrct 





ie 



weapons and ammo 

X5 Stealth Gi !i: Designed to be used try X5 soldiers like 
Max, the X5 Stealth Gun tires a non-lethai projectile liiat 
delivers an electrical charge; this projectile renders ene¬ 
mies unconscious. The X5 Steaiffi Gun is wrist mounted, 
leaving Max's hands free, Press the Supervision button (White 
button) to aim the gun and once you have your target, press the 
Action button (Black button) to fire 

Note: Tito X 5 Stealth Gun can only be used in the Super Vision mode 




Tonfas: The Tonfas are military police weapons (similar to a 
billy club). While Max is armed with the Tonfas, her punch 
will cause more damage to the enemy with each blow. The 
Tonfas will break after a certain number of hits are deliv¬ 


ered with them. 


Explosive Charge: Used to biast through military doors, 
These explosives can only be used in specially designated 
areas. Maneuver Max Into the area where the explosives 
need to be placed. Once the explosive is chosen from 
inventory it will be armed, If it is placed in the correct position, it 
will explode the object. If you are not in the proper position, you 
will not be able to select it from the Inventory, 
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gadgets 

EMF J'.: : msr; The EMF jammer causes all electronic 
devices within a given range to temporarily stop functioning. 
Move Max into Ihe area where you want the EMF Jammer 
placed, once you have chosen it from the inventory Max will 
automatically place the device down and it will activate. 


lighter; The Lighter can be used to ignite highly flammable 
obstacles by setting them on tire, The Lighter can only be 
used in specially designated areas. Move Max into the spe¬ 
cially designated area, once you have chosen it from the 
inventory, Max will automatically place the Lighter down. If it is 
placed in Ihe correct position, it will ignite the object. Note; If you 
are not in Ihe proper position, you will not be allowed to select it 
from the Inventory. 






Healii Partially restores Max’s heallh in small increments, 


Keyi : To use the Key cards, stand in front of a locked 
door or a key slot and choose a keycard from the inventory, 
if it is the correct Keycard, the door wilf open. 


!Talkie Talkie: This can be used to distract patrolling ene¬ 
mies. Move Max into ihe area you want to attract patrolling 
enemies and select Walkie Talkie from inventory. If the one- 
mles are within range, they will be distracted from their 
regular patrol to investigate the disturbance. 




Map: Used to guide Max along her journey, 






Logart 

Logan is an Eyes Only cyber-journaM bat¬ 
tling repression and corruption in post-apoc¬ 
alypse Seattle, Logan provides Max with 
valuable outside information for each of the 
missions that she partakes in. Logan's 
advanced surveillance and communications 
systems, allows him to see into facilities 
and help Max avoid certain dangers. 




Original Cindy 
She's Max's best friend, For Original Cindy, 
style is everything, and she makes up her 
own as she goes along, Streetwise, fearless, 
and a clear believer in the idea that there’s 
no such thing as coming on toe strong, she 
knows how to handle herself in nearly every 
situation. 



Sector Police 
The Post-Pulse Seattle Police force is cor¬ 
rupt and those with money easily buy their 
alliance. They are not to be trusted and are 
definitely branded as one of Max's enemies, 
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Military Soldier 
They make up the main defensive forces of 
lire -1 * Corporation. They don't pose much 
of a threat one-on-one but can be difficult to 
handle when they attack in groups. 


Spec Ops 

These enemies are the elite soldiers from 
the Special Operations Division of the - i - 
Corporation. They are specially (rained in 
hand-to-hand combat and therefore not lo 
be taken lightly, 


Beetle 

ays soldier best described as beetle meets 
human. All of the armor and chemical pro¬ 
ducing properties of beetles, contained with¬ 
in the body of a human. 


Gecko 

He or it is probably one of the most elusive 
of the YS's. His physiological advances were 
made by combining human DNA with 
Uropiatirs sikorae (the gecko lizard). 









Bear 

One of the stronger 
diet with selective; 
advances created tt 
genes from the Ursi 
known as the grizzl 


Stingray 

No information is available on this Y5 
class soldier 
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Wittenberg, Blind Light Media. Gabriel Butman. Asylum Studios 
imvw.asylunistudlo.com}, David Shaw. Lindsey Fischer, Ivo 
Gerscovich, Jason Columbetti (FI intern), Jack Van Leer, 
Animefactory 


Additional Cinematic Score by 
Becky Kneubuhl 

Special thanks to the teams at Cameron/Eglce Productions and 
Ughtstorm lor working with us to make this game happen, 
James Cameron, Charles H. Eglee, Fee Sanchina. Rene Echevarria, 
Wendy Chesebrough, Jose Melina 

‘Theme From James Cameron's Dark Angel' 1 
1‘vntm 0\ ■ Chuck D ana Gary G-Wiz 

Pubiishwl ftr Fox Film Myslc Cwpontofi !Pr.m 

James Cameron's Dark Angel Soundtrack available on 
Artemis Records 


Sierra / Vivendi Universal 

Executive Prodt/coc Bill Dugan 
Producer: Bernadette Pryor 
Director of Marketing: Lee Rossini 
Brand Managers: Paul Kurrle, HozilaTotoiiey 
Wee President Studios ; Rich Robinson 
VP of Marketing: Barbara Schwab® 

Network Development . Mike Ntcolino 

Production Ser voices Mn/Ta^w Julie Pitt 

PR Manager: Santa Churchill 

QA Director Gary Stevens 

04 Supervisor Ken Eaton 

Q4 Test Lena- Tharlie Richardson 

Manual Design: Sweeney Designs 

On/rnt; Marketing Manager Guy Welch 

Shared Services Senior Director Rod Shean 

ftoduct Certification Director. Randy Linch 

Product Ge> tificeim Leeds Brandon Valdez, Cyra Talton 

Product Certification Btgineers: Richard Benavides 

Product Certification Tester: Ben Chan 

Senior Trade Marketing Manager: Clara Gilbert 
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Special Thanks 

Mike Ryder Peter Della Penna, Julie Dai no, Molly O’Brien, Adam 
Lu marten, Eric Reeder, Tracy Gibbs, James Shaw, Erin Alvarez, 
Ryan Spain 


Radical Entertainment 

Production 

Producer. Jeff Kearney 

Associate Producers: Walter deTorres, lain Ross 
Ail Director: Hamo Qjoboulian 

Artists: Terry Barton, Brent Breed veld, Peter deTina, Earl Fast, 
Hani Gltazateii, Pablo Greenham. Rustle Hill, Danny Ho, Brian 
Jones, Jeremy Kersey, Jeff Kiiipers. Andrew Lawson, Tony da 
Roza, Alastair MacLeod, Murray McCarron, Danny Maher, Geoff 
Manson, Stephen O’Grady, Robert Poet, Colin Penty. Mike Peredo, 
Geoff Richardson, Elliott Roessler, Robert Sculnick, John Wang 
Technical Directors: Michael Sturrock and Bert Sandie 
Programmers,' Nigel Brooke, Karl Chen, Ian Gipson, James 
Harrison, Reynold Hoskinson, Gary Keong, Adam King, Juneko 
Kurahashi, Brad Kusy, Stephen Lambie, Manu Varghese, Chris 
Viennese, Kevin Voon, Liberty Walker 

Game Design 

L&xi Designers; David Seymour and Mike Inglehart 

Level Designer: Thomas Greenwood 

Script Planning: Jetf Honda 

Mission Design: Jason Elliot,™' Chris Mitchell 

Sound 

Sound Director: Graig Robertson 

l.r:-ii(l Sound Des^inet Ada m GejdOS 

ALkliiiunat Sound Design: Scott Morgan 

I Hatogue Masterfag: Scott Morgan 

Dbidguv Fditon Adam Gejdes, Cory Hawlhome, Shawn Knapp, 

Marty Hamann 

interactive Musm Composition Graig Robertson 



-t j - ■ Zenobia Saiik 
vv £r&'m .■ Jeff Young 
in G Scowl ~i ■)» y Adam Gejdos 
•Wagar Sbtr- i Dfrrartmer -,■ Wolfgang Bamann 
Quality Assurance 
QA Leaa: Darren Eveiison 
Lead Te$re.' Mark Ng 

Tbs‘b-\ Matt Alkana, Michael Hoy an. Mathew Miller. Edwin Singh 

Special Thanks 

Ian R, Wilkinson 

Advanced Technology Group 

Bob Simpson, Reid King - V;: Tas:3 n ' Ca-'-ava 

David {Magic Dave) Roberts - '.'or, 

Patrick Fridh - P~>pe>temeads 
Phoenix Technology Incorporated 


Voice Actors/Actress Character 

Erin Karpluck .... ■ ■ aaaa nag »i i i i i Paad rii<i rii>i ri i r.i M3 ir-rl hsi i Pid H--4 #114 I P" S yfan 

Stacy Klass lbi i i ■ i i i ■ i i ■■ i i ■ i i i ■ i i i - i i i aa raa ■ iii miriH ran rns i Bad ■ ifl i ali Seva 

Sacha Moseivttsch..... fragrant V5 

Paul Dobson i ri4TliKB44 PH I BBS PBfld PPPdd-P-d ! PPM-PM «-■“ ■ ■■■>»»■* ■ ■' . Bear. Eaa:>i 

Pater Hanlon . a aaa 11 aaa ranraa ■ Baa i rain « Bag P iii P-gdd Pi- -i i Stingray, Gecko 

Debbie TimmiS... Original Cindy. Max Efforts 

Adam Gejdos 144-14 PM4#m P P ■ *P P ■ 4 ■ P144 ■■■ • <-■-■ ■■■ ■ ■■■ ■-■■■J ■■■•*»■ ..Soldier A 

Darren Everson . --■* i s-ii Pits PB4 I --i t --d P“d I «4 I »-B4-i -■ * ■ ■->•* Soldier B 

Mike Inglehart . raaa raa tan aril Paad i ei i Bid s-fl-i I B44 Bid i --4 ■ P44 Pi44 PP-* Soldier C 

Murray McCarron..... .Sergeant 

Graig Robertson.. Soldier over radio 

Shamus Horak.... Se&iUst A 

Michael Hovan .nan niai aai i aaa i in ran iiiiiu rural PBBdd Pi-i PP44 I .Scerwsr B 

Linda Wiiiiamson...... Scientist C 

Junekc Kura hash i......Sc-sMst D 

Alicia Me Cool ..........C free Worker A 

Santa Kaiser aiaan aaa aaaa raa i raa ran ran imiai Ira i Bad Pad l aid PPad I Office Worker B 

Adam King... Office '/father G 

David Seymour..... Office /renter D 

Wendy Nakano... A .vrr /see A 

Chrysta Gejdos ....A'ami voice B 
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limited warranty 


THE LICENSOR EXPRESSLY DISCLAIMS ANY WARRANTY FM THE PROGRAM. 
EDITOR. 4U0 MANUALS- ™s PROGRAM, EDITOR AND MAHUALfS) ARE PROVIDED 
AS IS' WrmOUT WARRANTY OF ANY KIND, EfTIHEfl EXPRESS OR IMPLIED, 
INCLUDING. WITHOUT LIMITATION. THE IMPLIED WARRANTIES OF 
MERCHANTABILITY. FITNESS FOR A PARTICULAR PURPOSE, OR NOW- 
INFRINGEMENT. 

Hi* entire nsk arising Put oF use or performance oF foe Program, Editor and 
Mantis) remains with you , 

However ffie Licenser warrantstost the madia containing foe Program shall be 
free from defects fo material and w&rkmanshFp under normal use arret services, 
and itie Program wHF perform substantially in accordance wilh the accompanying 
written materials, for a peried gF 2 hwoi years From the dale oi yfoir purchase &F 
foe Program 

in order to enforce foe above mentioned warranty Publisher should he informed 
of the defect at toast 2 fosvfo months following i*es discovery. 

In the evens thai the media proves to be defective during mat time period, and 
upon presentation to foe Licensor oi prcdl d purchase oi the defective Program, 
the Ucemsoi will then be abte to choose between foe Foltowing possibilities H 
correct any delect. 2 ■ provide you with a product of equal value, or 3) refund your 
money. 

Some stats^unsdiclfon do not altosV Itoiittim on duration oi an implied 
warranty so the above limitation may noi apply to you. 

This broiled Warranty does not sheet foe applicali&n of any legal warranty 
provided by the applicable laws and repialions, 

an case you wouto i.ke to exchange foe product or reiund you money, notably \t 
foe product is -defective, please refer to the "Technical Support Pdicy h herein 
included. 


Lines open 24 hrs, 365 days a year using our automated technical sup- 
|K>rt attendant. This system includes answers to ail commonly posed 
questions and problems with our new and major titles. It is set up in a 
friendly and easy to use menu system that you navigate through using a 
much tone telephone. If the answer to your question is not in our auto¬ 
mated system, then you will be transferred to a technician between the 
hours of Sam and 5pm Monday to Friday. If you would prefer to write to 
us. please send your mail to: 


Vivendi Universal Games UK Ltd ' 

Customer Services /Mail Order / Tech Support Department 
PC Box 2510. Reading, RG2 QZJ 
United Kingdom 

• 

Hintiine: 090G3 63 62 61 (UK callers only) 

24hr automated service. Calls cost GGp/min from landlines, 

For Technical Support enquiries in Australia 
Phone: 1902 222 213 

Calls charged at $1,98 - Luc GST par min. Higher rate 
applies from mobile or public phones. 

Call charges subject to change without notice. 






































